Documenting the venue
One shortcoming of Emerging Technologies is that it is ephemeral-once the event is completed there is only a modest archival record of the event. Brief descriptions of the projects are published online at http://www. siggraph.org/s2004/conference/etech/ and in the conference Program and Buyer's Guide. Longer articles with images are included in the conference proceedings. However, previously there was no record of the actual exhibition and its projects after the conference ended. This is sometimes problematic, as the projects often improve greatly in the several months between the February deadline and the conference. Also, interactive experiences are extremely difficult to represent in text and still images.
We addressed these issues in two ways. First, we had a team of students shoot videos of each exhibit at the conference. During the week, they interviewed the authors, artists, and attendees and thoroughly documented each project, providing a time-based description of each experience. This also is the source material for the CD-ROM accompanying this special issue.
The second way we addressed the archiving problem is by giving the contributors an opportunity to submit a technical article to this special issue of IEEE Computer Graphics and Applications. Not all project leaders chose to do this. Some have already presented and published articles elsewhere, while others believe that it would be difficult for them to adequately capture the essence of their work in an article. Still, the response was great, leaving us with many more articles than could fit in this issue. We are grateful to our many reviewers who helped us select the strongest, most appropriate articles and gave helpful suggestions to the authors.
The nine articles that we selected represent an interesting cross-section of Emerging Technologies. Subjects range from the highly artistic Last Clock to the mathematically challenging GelForce sensor (for a description of these projects, see the CD-ROM guest editor's introduction on the inside cover of this issue). Despite the wide range of material, we feel that each of these articles offers a view of a unique interactive experience worthy of deeper exploration. We suggest viewing the videos on the CD-ROM first to get a general understanding of the projects, especially for those who were unable to visit the exhibition in person. 
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Correction
In the November/December 2004 issue's About the Cover department, the name of Rob Hubal was incorrectly spelled as Ron Hubal.
January/February: Emerging Technologies*
This issue covers the Siggraph 2004 Emerging Technologies exhibit, where the graphics community demonstrates innovative approaches to interactivity in robotics, graphics, music, audio, displays, haptics, sensors, gaming, the Web, AI, visualization, collaborative environments, and entertainment.
*Bonus CD-ROM of demos included with this issue.
March/April: State-of-the-Art Graphics
This issue covers an array state-of-the-art computer graphics, including new developments in VR, visualization, and novel applications. The broad range of topics highlights the usefulness of computer graphics.
May/June: Smart Depiction for Visual Communication
Smart depiction systems are computer algorithms and interfaces that embody principles and techniques from graphic design, visual art, perceptual psychology, and cognitive science. This special issue presents such systems that hold the potential for significantly reducing the time and effort required to generate rich and effective visual content.
July/August: Applications of Large Displays
The emergence of large displays holds the promise of basking us in rich and dynamic visual landscapes of information, art, and entertainment. How will our viewing and interaction experiences change when large displays are introduced in our workplace, home, and commercial settings? This special issue will serve to collect and focus the efforts of researchers and practitioners on the frontier of designing large displays.
September/October: Computer Graphics in Education
Graphics educators are cultivating the next generation of developers. However, hardware and software barriers to entry have shrunk, and people from nongraphics areas have begun adopting the technology. This special issue will highlight approaches from inside computer graphics education and uses from outside the field in domain-specific education.
November/December: Moving Mixed Reality into the Real World
As computing and sensing technologies become faster, smaller, and less expensive, researchers and designers are applying mixed reality technology to real problems in real environments, This special issue will present a broad range of issues faced by designers as they move state-of-the-art technology beyond the laboratory.
